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WARRIORS, RAIDERS, AND SLAVERS 


~ ©), he duergar are a clan of dwarves possesed of psionic abilities who dwell in the Underdark, a subterranean realn 
and tunnels beneath the earth. Also known as gray dwarves, the duergar are a cruel and spiteful people. The 
use of slave labour is a key element of their society, and the duergar have no scruples with the abuse of other 
living creatures, whether they are wild animals or other sentient people. Their lives are built on the values of 
greed, and callous disregard for anyone but themselves. While they will readily enslave other duergar without 
remorse, it is more common for the dwarves to prey upon the members of other races. These slaves are 
acquired in raids that the duergar launch upon the surface, and are the most common reason one may 


encounter duergar outside of the Underdark. 


Centuries of living underground have left the duergar ill- 
suited to life in the sunlight and thus they prefer to strike 
under cover of darkness. The targets of such raids are 
therefore generally within a single night's travel from a cave 
or entrance to the underdark itself, although some duergar 
may dig new tunnels specifically to reach prospective 
targets. 


The raids are comprised of mixed forces of duergar 
warriors, slave drivers, and beast tamers, and often include 
more specialised warriors that would not be seen on the 
main battleline of a duergar army. This may be due to their 
unique equiment, or lesser quality of training and 
armament that would not fare well in a military conflict, but 
is more than sufficient when fighting farmers and small 
village militias which are the only opposition these raiding 
parties will generally come across. The entries presented 
in this volume seek to detail some of these more varied 
raiders, and those who accompany them. 


INNATE ABILITIES 


Many duergar possess innate psionic abilities that allow 
them to turn invisible, or alter their size with a thought, 
although the abilities are draining and cannot be used 
indefinitely. On the battlefield, Duergar warriors will 
regularly make use of these abiliteis, assuming gigantic 
statureto better crush their enemies, while assassins, spies, 
and ambushers utilise their natural invisibility to remain 
undetected until the moment they are ready to engage the 
enemy and take them by surprise. 


These psionic abilities are the result of Illithid experiments 
that were conducted when the duergar were slaves to their 
empire. For many, having endured a period of slavery in 
their own history would engender pity or compassion 
among those under the yoke of slavery, but this episode of 
the duergar's history seems to have only made them more 
contemptous of those they view as weak. 


WARRIORS OF THE DUERGAR 


The first section of this compendium will cover two 
soldiers that may accompany a duergar raiding party, but 
who would be equally at home in the armies of a true 
warlord. 


Equipped with different gear to standard war pick and 
shield wielded by the average duergar warrior, these 
duergar make use of different weapons and tactics to 
supplement the main force with the ability to engage the 
foe at range in the case of the arbalist, and with a more 
powerful melee combatant to tackle well-entrenched foes. 


A Note ON USE 


The Duergar included in this compendium are intended to 


be used alongside those in the Monster Manual and 
Mordenkainen's Tome of Foes to provide more variety, and 
to supply enemies that are more viable for low-level play. 
The theme they are built around is the idea of the Duergar 
as a society of slavers, but there is nothing stopping you 
from coming up with different backgrounds to explain why 
Duergar with the abilites and equipment detailed here can 
exist in a setting where Duergar culture is drastically 
different. 

If you like the flavour or abilities of a certain Duergar, but 
feel it is too weak to provide an engaging challenge for your 
party, just up some of the numbers and give them some 
better gear. Section Three details some magic items with a 
specific Deurgar theme to them. 
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DUERGAR ARBALIST 


The duergar prefer to engage in melee combat where their 
strength and durability turn a combat in their favour. When 
ranged combat is called for however, the duergar make use 
of arbalests, archers whose heavy crossbows unleash a hail 
of bolts upon the enemy while they take cover behind 
massive tower shields that protect them from any ranged 
retaliation. 


Arbalists will often man the walls of duergar fortifications. 
If engaged in close quarters combat, they fight with broad- 
bladed longknives from behind their shields, or attempt to 
use their invisibilty to slip away. 


DUERGAR ARBALIST 


Medium humanoid (dwarf), lawful evil 


Armor Class 14 (scale mail) 
Hit Points 26(4d8 + 8) 
Speed 25ft. 


STR DEX CON INT WIS CHA 
12 (+1) 13 (+1) 14 (+2) 11 (40) 10 (+0) 9 (-1) 


Damge Resistances poison 

Senses darkvision 120ft., passive Perception 10 
Languages Dwarvish, Undercommon 

Challenge 1 (200 XP) 


Duergar Resilience. The duergar has advantage on 
saving throws against poison, spells, and 
illusions, as well as to resist being charmed or 
paralyzed. 


Sunlight Sensitivity. While in direct sunlight the 

duergar has disadvantage on attack rolls, as well 
as on Wisdom (Perception) checks that rely on 
sight. 


Tower Shield. As a bonus action the duergar may 
deploy its tower shield, change the facing it 
covers, or pick up its shield. While it is deployed, 
it provides three quarters cover from all attacks in 
a 45 degree cone in that direction and the 
duergar's heavy crossbow deals an additional 2 
damage. The tower shield has no effect on the 
duergar's AC when not deployed. 


Actions 


Heavy Crossbow. Ranged Weapon Attack: +3 to 
hit, range 100/400ft., one target. Hit 6 (1d10 + 
1) piercing damage or 8 (1d10 +3) piercing 
damage if the tower shield is deployed 


Long Knife (Shortsword). Melee Weapon Attack: 
+3 to hit, reach 5ft., one target. Hit: 4 (1d6 + 1) 
piercing damage, or 8 (2d6 + 1) piercing damage 
while enlarged. 


invisibility (Recharges after a Short or Long Rest). 
The duergar magically turns invisible until it 
attacks, casts a spell, or until its concentration is 
broken, up to 1 hour (as if concentrating ona 
spell).Any equipment the duergar wears or carries 
is invisible with it. 


DUERGAR BRUTE 


Foregoing the use of a shield entirely, a brute’s favored 
tactic is to wade into the enemy and lay waste with 
powerful blows from their mauls, relying on their heavy 
armour and natural hardiness to protect them from 
retaliation. 


Brutes are the hammer that accompanies the anvil of the 
main duergar force and serve as the duergar's answer to 
any unexpected obstacles such as enemy champions, 
beasts of war, fortified positions, or magic users. 


Brutes will enlarge themselves for almost every fight, and 
will never pass up on the opportunity to square off against 
giants or trolls. In their enlarged form, brutes are often 
employed as siege wepons, breaking down walls and castle 
gates. This allows the duergar to mount effective sieges 
without needing to construct or transport engines of war 
such as battering rams or mangonels. 


DUERGAR BRUTE 


Medium humanoid (dwarf), lawful evil 


Armor Class 16 (chain mail) 
Hit Points 38 (5d8 + 15) 
Speed 2 5ft. 


STR DEX CON INT WIS CHA 
16 (+3) 10 (+0) 16 (+3) 10 (+0) 10 (+0) 9 (-1) 


Saving Throws Wisdom +2 

Damage Resistances poison 

Senses darkvision 120 ft., passive Perception 10 
Languages Dwarvish, Undercommon 

Challenge 4 (1,100 XP) 


Duergar Resilience. The duergar has advantage on 
saving throws against poison, spells, and 
illusions, as well as to resist being charmed or 
paralyzed. 


Sunlight Sensitivity. While in sunlight, the duergar 
has disadvantage on attack rolls, as well as on 
Wisdom (Perception) checks that rely on sight. 


Actions 
Multiattack. The duergar makes two maul attacks 


Maul. Melee Weapon Attack: +5 to hit, reach 5ft., 
one target. Hit 10 (2d6 + 3) bludgeoning 
damage, or 17 (4d6 + 3) bludgeoning damage 
while enlarged. 


Enlarge (Recharges after a Short or Long Rest). For 
1 minute, the duergar magically increases in size, 
along with anything it is wearing or carrying. 
While enlarged, the duergar is Large, doubles its 
damage dice on Strength-based weapon attacks 
included in the attacks), and makes Strength 
checks and Strength saving throws with 
advantage. If the duergar lacks the room to 
become Large, it attains the maximum size 
possible in the space available. 


RAIDERS FROM BELOW 


The following section details those duergar that have 

equipment or abilities that specifically relate to their role as 

slavers Troops with equipment that facilitate the taking of 

captives, scouts that can range ahead to locate vulnerable é 
targets or chase down messengers to prevent any call for ; 
aid from getting out, and the actual slave drivers and beast 

tamers of the duergar and their unfortunate victims. 


While ineffective in a pitched battle against well-equipped \ 
soldiers, the light armour, esoteric weaponry, and ambush 
tactics these duergar employ make them highly effective at 
their chosen task, and most raiding parties will feature 
significant numbers of them. 
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DUERGAR ENSNARER 


Medium humanoid (dwarf), lawful evil 


Armor Class 13 (chain shirt) 
Hit Points 11 (2d8 + 2) 
Speed 25ft. 


STR DEX CON INT WIS CHA 
13 (+1) 10 (+0) 12 (+1) 10 (40) 10 (+0) 9 (-1) 


Damage Resistances poison 

Senses darkvision 120 ft., passive Perception 10 
Languages Dwarvish, Undercommon 

Challenge 1/4 (50 XP) 


Duergar Resilience. The duergar has advantage on 
saving throws against poison, spells, and 
illusions, as wel as to resist being charmed or 
paralyzed. 


Sunlight Sensitivity. While in sunlight, the duergar 
has disadvantage on attack rolls, as well as on 
Wisdom (Perception) checks that rely on sight. 


Actions 


Javelin. Melee or Ranged Weapon Attack: +3 to 
hit, reach 5ft. or range 30/120ft., one target. Hit: 
4 (1d6 + 1) piercing damage, or 8 (2d6 + 1) 
piercing damage while enlarged. 


Net. Ranged Weapon Attack: +3 to hit, range 
5/15 ft., one Large or smaller creature. Hit: The 
target is restrained. A creature can use its action 
to make a DC 10 Strength check to free itself or 
another creature in a net, ending the effect on a 
success. Dealing 5 slashing damage to the net 
(AC 10) frees the target without harming it and 
destroys the net. 


Shortsword. Melee Weapon Attack: +3 to hit, 
reach 5ft., one target. Hit: 4 (1d6 + 1) piercing 
damage, or 8 (2d6 + 1) piercing damage while 
enlarged. 


Enlarge (Recharges after a Short or Long Rest). For 
1 minute, the duergar magically increases in size, 
along with anything it is wearing or carrying. 
While enlarged, the duergar is Large, doubles its 
damage dice on Strength-based weapon attacks 
(included in the attacks), and makes Strength 
checks and Strength saving throws with 
advantage. If the duergar lacks the room to 
become Large, it attains the maximum size 
possible in the space available. 


Invisibility (Recharges after a Short or Long Rest). 
The duergar magically turns invisible until it 
attacks, casts a spell, or uses its Enlarge, or until 
its concentration is broken, up to 1 hour (as if 
concentrating on a spell). Any equipment the 
duergar wears or carries is invisible with it. 


DUERGAR ENSNARER 


Duergar society is built on the backs of countless slaves, 
and these cruel dwarves seldom miss an opportunity to 
acquire new victims. The aftermath of almost any battle is 
spent rounding up the survivors to ferry back to their 
stronghold, but there are some duergar who are not willing 
to wait even that long, and seek to take their enemies 
captive in teh midst of combat. 


Known as Ensnarers, these duergar wield shortswords in 
place of the war picks carried by most duergar warriors 
lest they damage their prize and render it worthless, for 
while scars and the occasional missing digit or eye do little 
to impact a slave's usefulness, a broken leg may leave them 
permanently crippled, and a reckless blow from a warpick 
may racture a skull or puncture a lung and kill a potential 
captive. Ensnarers also carry nets into battle, attempting to 
entangle opponents who have been weakened by their 
wounds or caught unawares. It is the tactic of ensnaring an 
opponent in a net, and then subduing them before they can 
break free that gave these warriors their name. 


Ensnarers are among the most lighlty armoured of the 
duergar's frontline fighters, a result of their preference for 
attacking from ambush which requires armor that allows 
them to move quickly and with stealth to avoid being 
spotted before tehy are ready to spring their trap. 


DUERGAR GOAD 


The duergar are a harsh people, thinking little of the 
cruelty involved in breaking the wills of those they enslave. 
While humanoid slaves are a common sight among the 
duergar, one can often find wild beasts and giant-kin 
pressed into service as beasts of burden and living engines 
of war. 


Overseers are responsible for the training and care of 
humanoid slaves, but those who subjugate wild beasts and 
train them to serve the whims of the duergar are known as 
goads. Clothing themselves in the hides and skins of 
beasts, these duergar wield their prods with disturbing glee 
in their interactions with their charges. While they wield 
whips and implements of instruction the true power of 
these duergar beast tamers is in their psionic abilities 
which they can use to dominate their charges’ wills. 


The shackles and collars that enslaved beasts wear serve to 
physically restrain them, while the psionic crystals 
embedded in these bonds strengthen and reinforce the 
psionic influence of a goad. This link is not the mutual 
companionship of a ranger and their animal companion, 
nor a druid's respect for nature and its creatures but a cruel 
and oppressive form of control built on fear, pain, and 
violence. 


A goad can spur their animal charges to feats of savagery in 
battle by inflicting pain and channeling their psionic 
energies through these shackles to drive a creature into a 
frenzy that can decimate the foes of the duergar, while the 
goad's psionic control prevents the enslaved creature from 
harming any of the duergar's own forces. 


DUERGAR GOAD 


Medium humanoid (dwarf), lawful evil 


Armor Class 13 (hide) 
Hit Points 26 (4d8 + 8) 
Speed 25ft. 


STR DEX CON INT WIS CHA 
14 (+2) 12 (+1) 14 (+2) 11 (40) 12 (+1) 9 (-1) 


Skills Animal Handling +3 

Damage Resistances poison 

Senses darkvision 12Oft., passive Perception 11 
Languages Dwarwish, Undercommon 

Challenge 1 (200 XP) 


Duergar Resilience. The duergar has advantage on 
saving throws against poison, spells, and 
illusions, as well as to resist being charmed or 
paralyzed. 


Sunlight Sensitivity. While in sunlight, the duergar 
has disadvantage on attack rolls, as well as on 
Wisdom (Perception) checks that rely on sight. 


Beast Master. As a bonus action, the duergar may 
spur a nearby creature into a frenzy, dealing 
1d6+3 piercing damage to te creature. The 
creature must be within range of one of the 
duergar's melee attacks and must have the 
Psionic Shackles trait. A creature spurred on in 
this way makes an additional attack when next it 
takes the attack action. 


Actions 


Prod. Melee Weapon Attack: +3 to hit, reach 5ft., 
one target. Hit 6 (1d6 + 3) piercing damage. 


Whip. Melee Weapon Attack: +4 to hit, reach 
10ft., one target. Hit 4 (1d4 + 2) slashing 
damage. 


MERCENARY MASTERS 


A goad must acquire and house the creatures they train at 
their own expense, expenses that they cover by hiring out 
their services and the use of their charges for an exorbitant 
fee. Despite the cost, there are many duergar warlords who 
are more than willing to pay as the impact a well-trained 
beast can have is often enough to turn the tide of a conflict. 


The goads remain secure in the knowledge that only they 
posess the skills to train creatures to the standard that 
duergar war leaders have now become accustomed and are 
thus too valuable to cut out of the loop since the creature 
cannot be controlled without their psionic influence. 


If they are able to maintain a well-stocked kennel, a skilled 
goad can enjoy a position of comfort and luxury within 
duergar society, while a goad who lacks skill is very likely to 
meet a grisly end at the claws of whatever beast they 
attempted to compel into servitude. 


Goads who are short on funds will sometimes attempt to 
capture and train a spectactular and dangerous creature in 
the hopes of attracting the attention of a wealthy client. 
This path most often results in the demise of the goad in 
question, but can also rocket them to success and prestige, 
a possibility that ensures it is still pursued by many. 


The death of a beast tamer at the hands of their latest 
charge is not considered a great tragedy by any duergar 
and most goads view such things as an occupational 
hazard, one that they are more than willing to risk in order 
to pit themselves against the raw will of wild beasts. 
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CREATURE FEATURE 


Section Two features a variety of sample stat 
blocks for beasts that a goad may have 
accompany them in battle, as well as optional 
rules for how to modify any existing creature's 
stat block to reflect a goad's care and training. 


Do not let the provided suggestion restrict you 
however. Goads are always seeking to pit their 
wills against new creatures, and will try and get 
unique charges to better attract teh attention of 
influential clients, so whatever weird and 
wonderful (or horrid and terrifying) creature you 
want to throw at your players it stands to reason 
that a goad may have bought one from a group 
of monster hunters or had it specially imported 
or summoned, even if there is no way the 
creature would encounter duergar in its regular 
lifestyle. 
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STEEDERS 


Steeders are hyper-aggressive giant spiders 
native to the Underdark that the Duergar have 
domesticated for use as mounts and pack 
animals. 


Steeders will attack almost anything on sight, 
especially other steeders. Training them is a 
process that begins at the moment of hatching, 
and a rider will spend a lifetime channeling the 
steeders predatory instincts to their own 
purposes. 
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DUERGAR OUTRIDER 


Mounted upon the fastest and most nimble of the female 
steeders available to the duergar, outriders function as 
scouts and light cavalry, harrying enemy forces from a 
distance, or chasing them down in a rout as opposed to the 
more frontline cavalry tactics employed by regular 
kavalrachni. 


Outriders will fire upon their quarry from afar with their 
light crossbows, keeping a safe distance away from their 
foe until a vulnerable target exposes itself, at which point 
their steeders will pounce at it, leaping a great distance to 
attack. 


These duergar travel light, carrying less weaponry and 
armour to allow them to travel far more quickly. An 
outrider will often spend days at a time away from the main 
duergar force, and will carry provisions to sustain both 
themselves and their mount, although the steeders prefer 
to hunt for living prey. 
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DUERGAR OUTRIDER 


Medium humanoid (dwarf), lawful evil 


Armor Class 14 (scale mail) 
Hit Points 22(4d8 + 4) 
Speed 2 5ft. 


STR DEX CON INT WIS CHA 
12 (+1) 12 (+1) 12 1) 11 G0) 10 (+0) 9 (-1) 


Damage Resistances poison 

Senses darkvision 120 ft., passive Perception 10 
Languages Dwarvish, Undercommon 

Challenge 1 (350 XP) 


Duergar Resilience. The duergar has advantage on 
saving throws against poison, spells, and 
illusions, as well as to resist being charmed or 
paralyzed. 


Outrider, While mounted on a female steeder, the 
duergar may Dash as a bonus action. 


Sunlight Sensitivity. While in sunlight, the duergar 
has disadvantage on attack rolls, as well as on 
Wisdom (Perception) checks that rely on sight. 


Actions 


Light Crossbow. Ranged Weapon Attack: +3 to 
hit, range 80/320ft., one target. Hit 5 (1d8 + 1) 
piercing damage 


Pounce (While mounted on a female steeder only). 
Melee Weapon Attack: +3 to hit, reach 10ft., one 
target. Hit 5 (1d8 + 1) piercing damage, plus 7 
(2d6) poison damage. 


Shared Invisibility (Recharges after a Short or Long 
Rest). The duergar magically turns invisible for up 
to 1 hour or until it attacks, it casts a spell, or its 
concentration is broken (as if concentrating on a 
spell). Any equipment the duergar wears or 
carries is invisible with it. While the invisible 
duergar is mounted on a female steeder, the 
steeder is invisible as well. The invisibility ends 
early on the steeder immediately after it attacks. 


CAVALRY 

The stat block presented here represents the duergar 
outrider as an in individual. The steeder they ride is not 
included in this stat block's hit point, movement, or any 
other aspect unless specifically stated to be so, as with 
Shared Invisibility. 

Some of the outriders abilities are only usable while 
mounted. The stat block for a female steeder can be found 
in Mordenkainen's Tome of Foes, p.238. Male steeders are 
smaller than their female counterparts, and cannot be used 
as cavalry mounts. 


DUERGAR OVERSEER 


Particularly cruel duergar often gravitate to the position of 


Overseer, a title equivalent to slave driver. These are the 
duergar who instill fear and obedience in captured slaves, 
and they employ verbal threats and the lash of their whip 
with equal freedom. 


Callous and cruel, such duergar think nothing of using their 
charges as living shields, and their bellowed orders send 
the poor wretches under their command scurrying to obey. 


DUERGAR THRALLS 


Occasionally, raids will be accompanied by a detachment of 
thralls charged with carrying out manual labour that the 
duergar deem to be below them. These individuals can be 
deployed in combat, although the duergar tend to avoid this, 
as any thrall who falls in combat, is one less slave brought 
back to the Underdark. On longer forays, the captives from 
early attacks may be deployed as fodder against future 
opponents, a technique that is as much a meat shield for the 
duergar as it is a psychological weapon intended to break 
the spirits of their opponents. 


Thralls are poorly fed and looked after, resulting in 
emaciated and malnourished bodies. Rebellious captives are 
not trusted with weapons, lest they attempt to strike against 
the duergar, and thus any thrall deployed to combat is a 
wretched individual, their will long broken by the duergar. 


DUERGAR THRALL 


Medium Humanoid (any race), any alignment 


Armor Class 10 
Hit Points 3(1d8 - 1) 
Speed 1 4ft. 


STR DEX CON INT WIS CHA 
10 (+0) 10 (+0) 8 (-1) 10 (+0) 8 (-1) 10 (+0) 


Senses passive Perception 9 

Languages any one language (usually Common), 
Undercommon 

Challenge O (10 XP) 


Fear the Lash, \f the thrall is within 60 feet of a 
duergar overseer that it can see and hear, it gains 
an additional +1 modifier to its attack modifier 
and damage when making an attack with its club. 


Actions 


Club. Melee Weapon Attack: +2 to hit, or +3 to 
hit if there is an overseer nearby, reach 5ft., one 
target. Hit: 2 (1d4) bludgeoning damage, or 3 
(1d4 +1) bludgeoning damage if there is an 
overseer nearby. 


DUERGAR OVERSEER 


Medium humanoid (dwarf), lawful evil 


Armor Class 14 (scale mail) 
Hit Points 20 (3d8 + 6) 
Speed 3 ft. 


STR DEX CON INT WIS CHA 
15 (+2) 9(-1) 14 (42) 10 (+0) 10(+0) 16 (+3) 


Skills Intimidation +2 

Damage Resistances poison 

Senses darkvision 120 ft., passive Perception 10 
Languages Dwarvish, Undercommon 

Challenge 2 (450 XP) 


Duergar Resilience. The duergar has advantage on 
saving throws against poison, spells, and illusions, as 
wel as to resist being charmed or paralyzed. 


Sunlight Sensitivity. While in sunlight, the duergar has 
disadvantage on attack rolls, as well as on Wisdom 
(Perception) checks that rely on sight 


Callous Disregard. Whenever the duergar takes 
damage from a weapon attack, if there is a duergar 
thrall within 5ft. they may choose to have half of the 
attack's damage be dealt to the thrall instead. 


Actions 


War Pick. Melee Weapon Attack: +4 to hit, reach 5ft., 
one target. Hit: 5 (1d6 + 2) piercing damage, or 9 
(2d6 + 2) piercing damage while enlarged. 


Whip. Melee Weapon Attack: +4 to hit, reach 10ft., 
one target. Hit: 4 (1d4 + 2) slashing damage, or 7 
(2d4 +2) slashing damage while enlarged. 


Enlarge (Recharges after a Short or Long Rest). For 1 
minute, the duergar magically increases in size, along 
with anything it is wearing or carrying. While 
enlarged, the duergar is Large, doubles its damage 
dice on Strength-based weapon attacks included in 
the attacks), and makes Strength checks and 
Strength saving throws with advantage. If the duergar 
lacks the room to become Large, it attains the 
maximum size possible in the space available. 


Invisibility (Recharges after a Short or Long Rest). The 
duergar magically turns invisible until it attacks, casts 
a spell, or uses its Enlarge, or until its concentration 
is broken, up to 1 hour (as if concentrating ona 
spell). Any equipment the duergar wears or carries is 
invisible with it. 


Threats and Abuse. Up to three duergar thralls within 
30 feet of the overseer that can see and hear it may 
immediately move up to 10 feet and make one 
weapon attack. 


DUERGAR RAID COMMANDER 


Not every group of duergar fall under the direct leadership 
of a warlord. Many parties follow the orders of a lieutenant 
of these powerful individuals, or are simply a smaller and 
less influential faction acting on their own initiative. Such 
groups will often be commanded by an experienced warrior 
looking to make a name for themselves by commanding a 
successful raid. 


DUERGAR RAID 
COMMANDER 


Medium humanoid (dwarf), lawful evil 


Armor Class 16 (chain mail) 
Hit Points 60 (8d8 + 24) 
Speed 25 ft. 


STR DEX CON INT WIS = CHA 


17 11 16 12 (+1) 12 (+1) 13 (+1) 
(43) (+0) (+3) 


Damage Resistances poison 

Senses darkvision 120 ft., passive Perception 11 
Languages Dwarvish, Undercommon, Common 
Challenge 5 (1,900 XP) 


Duergar Resilience. The duergar has advantage on 
saving throws against poison, spells, and 
illusions, as wel as to resist being charmed or 
paralyzed. 


Sunlight Sensitivity. While in sunlight, the duergar 
has disadvantage on attack rolls, as well as on 
Wisdom (Perception) checks that rely on sight. 


Actions 


Multiattack. The duergar makes two hammer or 
javelin attacks and uses Call to Attack, or Enlarge 
if it is available. 


Psychic-Attuned Hammer. Melee Weapon Attack: 
+6 to hit, reach 5 ft., one target. Hit: 8 (1d10 + 
3) bludgeoning damage, or 14 (2d10 + 3) 
bludgeoning damage while enlarged, plus 4 (1d8) 
psychic damage. 


Javelin. Melee or Ranged Weapon Attack: +6 to 
hit, reach 5 ft. or range 30/120 ft., one target. 
Hit: 6 (1d6 + 3) piercing damage, or 10 (2d6 + 
3) piercing damage while enlarged. 


Call to Attack. Up to three allied duergar within 60 
feet of this duergar that can hear it can each use 
their reaction to make one weapon attack. 


Enlarge (Recharges after a Short or Long Rest). For 
1 minute, the duergar magically increases in size, 
along with anything it is wearing or carrying. 
While enlarged, the duergar is Large, doubles its 
damage dice on Strength-based weapon attacks 
included in the attacks), and makes Strength 
checks and Strength saving throws with 
advantage. If the duergar lacks the room to 
become Large, it attains the maximum size 
possible in the space available. 


DUERGAR RAIDER 


The most common reason to encounter duergar outside of 
the Underdark is due to them embarking on a raid. The 
warriors of these raiding parties are often less heavily 
armored than the soldiers comprising a duergar military 
force. This can be due to a need to move more quickly to 
facilitate raids, or a lack of resources on the part of the 
duergar themselves, but for the usually defenseless villages 
and farmsteads that are attacked by these forces, it is small 
comfort to know that they were not facing the full might the 
duergar can muster. 


DUERGAR RAIDER 


Medium humanoid (dwarf), lawful evil 


Armor Class 15 (scale mail, shield) 
Hit Points 17 (3d8 + 3) 
Speed 2 5ft. 


STR DEX CON INT WIS CHA 
12 (+1) 9 (-1) 13 (41) 11 (40) 10(+0) 9(-1) 


Damage Resistances poison 

Senses darkvision 120 ft., passive Perception 10 
Languages Dwarvish, Undercommon 

Challenge 1/2 (100 XP) 


Duergar Resilience. The duergar has advantage on 
saving throws against poison, spells, and 
illusions, as wel as to resist being charmed or 
paralyzed. 


Sunlight Sensitivity. While in sunlight, the duergar 
has disadvantage on attack rolls, as well as on 
Wisdom (Perception) checks that rely on sight. 


Actions 


War Pick. Melee Weapon Attack: +3 to hit, reach 
5 ft., one target. Hit: 5 (1d8 + 1) piercing 
damage, or 10 (2d8 + 1) piercing damage while 
enlarged. 


Javelin. Melee or Ranged Weapon Attack: +3 to 
hit, reach 5 ft. or range 30/120 ft., one target. 
Hit: 4 (1d6 + 1) piercing damage, or 8 (2d6 + 1) 
piercing damage while enlarged. 


Enlarge (Recharges after a Short or Long Rest). For 
1 minute, the duergar magically increases in size, 
along with anything it is wearing or carrying. 
While enlarged, the duergar is Large, doubles its 
damage dice on Strength-based weapon attacks 
(included in the attacks), and makes Strength 
checks and Strength saving throws with 
advantage. If the duergar lacks the room to 
become Large, it attains the maximum size 
possible in the space available. 


Invisibility (Recharges after a Short or Long Rest). 
The duergar magically turns invisible until it 
attacks, casts a spell, or uses its Enlarge, or until 
its concentration is broken, up to 1 hour (as if 
concentrating on a spell). Any equipment the 
duergar wears or carries is invisible with it. 


SECTION Iwo: BEASTS OF THE DUERGAR 


THE LIMITS OF CONTROL 


The duergar consider noting sacred, and this extends 
totheir treatment of animals too. They have no respect for 
life that is not there own, and are contemptuous of the 
freedom of others, so they will seek to subjugate any 
creature they encounter that may serve their purposes. 


Since willingness is no object to the duergar, any 
restrictions or limitations as to the type of beasts one may 
find enslaved by them are purely due to ability, not ethical 
or cultural concerns. That said, there are certainly limits to 
what most goads are capable of taming and some creatures 
will be far more commonplace than others. 


NATURE BOUND AND SHACKLED 


Not all creatures require the psionic influence of a goad to 
be tamed and trained. Creatures such as rothe, guard 
drakes, and steeders are trained through mundane means 
and are commonly utilised by the duergar, although a goad 
will generally oversee the training of such creatures anyway 
given their skill set. 


Such creatures can be used with the Wretched Beasts 
modifications, given that their entries represent them 
already trained The Wretched Beasts modifications are 
intended to represent the difference between a healthy 
creature in the wild, and one that has been subjected to 
training by the duergar. They can be added to the stat block 
of any creature with the beast, dragon, giant, or 
monstrosity creature type and a CR of 3 or less. When 
determining how many creatures a goad may have under 
its control, a CR3 creature with the Wretched Beasts 
modifications can be considered to be a single CR2 
creature. 


A KENNEL'S CONFINES 


The beast tamers of the duergar are well practiced in their 
methods, and their psionic abilities are finely channeled, but 
there are still limits to the beasts they can control without 
assistance or magical amplification of their natural abilities. 


A single duergar goad can control any number of creatures 

up to a total combined CR of 2. This could take the form of 
a single CR 2 creature, four CR 1/2 creatures, a pair of CR 1 
creatures, or any other viable combination. 


These creatures must be beasts, dragons, giants, or 
monstrosities, and all creatures bound to a goad must have 
the same name, although it can have more than one of 
those creatures under its control (e.g. A goad may have 2 
Giant Spiders under its control, but it cannot have one Giant 
Spider and four Giant Wolf Spiders even though it amounts 
to the same total CR). 


WRETCHED BEASTS 


An enslaved creature is treated poorly by its 
duergar masters, living in inhumane conditions 
and subjected to near constant abuse. 

To reflect the psychological and physical 
impact of such treatment, any creature bound to 
a duergar goad suffers a -2 penalty to its Wisdom, 
and a negative modifier to its Constitution 
determined by its size. This modifier cannot 
reduce the creature's Constitution to below 6. 


CONSTITUTION MODIFIER 


Size Category Constitution Modifier 
Tiny -O 
Small -1 
Medium -2 
Large -3 
Huge -4 
Gargantuan -5 


A creature bound to a duergar goad also gains 
the Caged Fury and Psionic Shackles traits as 
detailed below. 


Caged Fury. |f this creature is more than 120 feet 
from the nearest duergar goad that is not 
incapacitated, it will move toward the nearest 
creature with more than O hit points and will 
attack it seeking to inflict the maximum amount 
of damage possible. 


Psionic Shackles. So long as it is within 12Oft. of a 
duergar goad that is not incapacitated, this 
creature cannot be charmed, frightened, or put 
to sleep and it cannot attack a duergar unless 
commanded to do so by a duergar goad. This 
creature cannot voluntrily move more than 120 
feet away from a duergar goad. 


EMOTIONAL IMPACT 


When describing these creatures, a dungeon 
master can draw attention to the way their skin is 
stretched taut across the bones of their ribcage, 
the haunted and fearful look in their eyes (or 
perhaps helpless rage?), and the scars and 
wounds that can be seen all over their bodies, all 
of which can help to convey the trauma and 
abuse the duergar have inflicted on the creatures. 


This can be an effective tool for a dungeon 
master who wishes to ethically challenge their 
players in combat, but bear in mind that such 
themes may be unsettling or disturbing for certin 
players, so be sure to always respect your players 
and their boundaries. 
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A MANACLED MENAGERIE 


BEASTS OF BURDEN AND BATTLE 


Some creatures are more likely to feature in a duergar 
kennel than others, due to the territory the duergar 
generally occupy, how numerous a given species may be, 
the skill required to train them, and and the preferences of 
the duergar themselves. 


The stat blocks presented on the next few pages contain 
examples of some of the more common creatures that the 
duergar make use of, as well as some optional abilities and 
rules that can be used to represent their bonds and the 
effects these have on the battlefield. 


CREATIVE IN CRUELTY 


In addition to the modifiers detailed above, creatures may 
have additional changes made to their stat block at the 
DM's discretion. Such changes may include the loss of a 
flying speed, a reduction to AC, or the lack of certain senses 
and actions. 


These changes may reflect the poor health and ill-equipped 
state of the creature in question, or deliberate mutilation or 
restrictions that have been inflicted on it by the duergar as 
punishment or simply for the amusement of the gray 
dwarves. 


ANKHEG 


These burrowing, insectoid beasts make for useful tools to 
assist in the construction of new tunnels. Used in 
construction and mining, they are often pressed into 
combat by duergar commanders too poor to afford more 
powerful war beasts, or by those who seek to launch a raid 
from beneath the earth. 


SHACKLED ANKHEG 


Large monstrosity, unaligned 


Armor Class 14 (natural armor), 11 while prone 
Hit Points 33 (6d10) 
Speed 3 Oft., burrow 1 Oft. 


STR DEX CON INT WIS CHA 
17 (43) 11 (+0) 10 (+0) 1 (-5) 11 (+0) 6 (-2) 


Senses darkvision 6Oft., tremorsense 60Oft., 
passive Perception 10 

Languages - 

Challenge 2 (450 XP) 


Caged Fury. \f this creature is more than 120 feet 
from the nearest living duergar goad at the start 
of its turn it will spend its turn moving toward the 
closest creature with more than 0 hit points and 
will attack it seeking to inflict the maximum 
amount of damage possible. If the creature is 
ever within 120 feet of a living duergar goad, this 
effect immediately ends. 


Psionic Shackles. This creature cannot be 
charmed, frightened, or put to sleep so long as it 
is within 120 feet of a conscious duergar goad. 
This creature cannot attack any duergar unless 
commanded to do so by a duergar goad. This 
creature cannot voluntrily move more than 120 
feet away from a duergar goad. 


Actions 


Bite. Melee Weapon Attack: +5 to hit, reach 5ft., 
one target. Hit: 9 (2d6 + 3) slashing damage plus 
3 (1d6) acid damage. If the target is a Large or 
smaller creature, it is grappled (escape DC 13). 
Until this grapple ends, the ankheg can bite only 
the grappled creature and has advantage on 
attack rolls to do so. 


Acid Spray (Recharge 6). The ankheg spits acid in a 
line that is 30 feet long and 5 feet wide, provided 
that it has no creature grappled. Each creature in 
that line must make a DC 13 Dexterity saving 
throw, taking 10 (3d6) acid damage on a failed 
save, or half as much damage on a successful 
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VARIANT: WING PINIONS. 
Winged creatures captured by the duergar often 
have their wings locked within a cage of metal 

bars, chains, and spikes that prevent them from 


shackled with such pinions is unable to do much 
more than hobble a few ungainly feet in the air 


BLACK DRAGON WYRMLING before the pain forces them back to the ground. 


An adult dragon is generally regarded as far too powerful 
for a goad to even attempt to train. But on the rare occasion 
where the duergar are able to kill a mature dragon, or 


A creature with wing pinions has a flying speed of 
O feet until they are removed or destroyed, at 
which point it immediately gains its full flying 


successfully raid its lair, they may be able to acquire young speed. 
specimens that are more susceptible to their psionic 
influence. Wing pinions are objects with an AC of 14, 20 hit 


points, resistance to piercing damage, and 
Even a young dragon is a force to be reckoned with, immunity to poison and psychic damage. 
especially given their intelligence and magical nature. 
Breaking them to the will of the duergar requires the 
power of several goads working together in a relentless 
barrage of mental energy that can continue for months, 
accompanied by total starvation and sleep deprivation until 
the creature's will finally crumbles. 

Regardless of its age or type, a dragon will be the prize of 
any goad's kennel, and duergar of every station will seek to 
call upon beast tamer who has mastered such a powerful 
creature. 


A duergar goad within 5 feet of a creature with 
wing pinions may remove them as an action. 


If a creature's Caged Fury ability is active, it 
makes a DC 16 Strength check at the start of 
each of its turns, and on a success the pinions 
are broken and the creatures takes 2d6 piercing 
damage. 


SHACKLED BLACK DRAGON 
WYRMLING 


Medium dragon, chaotic evil 


Caged Fury. |f this creature is more than 120 feet 
from the nearest living duergar goad at the start of its 
turn it will spend its turn moving toward the closest 
creature with more than O hit points and will attack it 
seeking to inflict the maximum amount of damage 
possible. If the creature is ever within 120 feet of a 
living duergar goad, this effect immediately ends. 


Armor Class 17 (natural armor) 
Hit Points 27(6d8) 


Speed 30ft., fly 6Oft., swim 3 Oft. Psionic Shackles. This creature cannot be charmed, 


frightened, or put to sleep so long as it is within 120 
feet of a conscious duergar goad. This creature 
cannot attack any duergar unless commanded to do 
so by a duergar goad. This creature cannot voluntrily 
move more than 120 feet away from a duergar goad. 


STR DEX CON’ INT WIS’ CHA 
15 (42) 14 (+2) 11 (+0) 10(4+0) 9(-1) 13 (+1) 
Sa ee 
Saving Throws Dex +4, Con +2, Wis +1, Cha +3 
Skills Perception +3, Stealth +4 


Damage Immunities acid 
Senses blindsight 10ft., darkvision 60Oft., passive 


Actions 


Bite. Melee Weapon Attack: +4 to hit, reach 5ft., one 
target. Hit: 7 (1d10 + 2) piercing damage plus 2 


making use of their natural flight, lest they f 
attempt to escape their captors. A creature , 


Perception 13 
Languages Draconic 
Challenge 2 (500 XP) 
LSS 
Amphibious. The dragon can breather both air and 
water. 


(1d4) acid damage. 


Acid Breath (Recharge 5-6). The dragon exhales acid 
in a 15-foot line that is 5 feet wide. Each creature in 
that line must make a DC 10 Dexterity saving throw, 
taking 22 (5d8) acid damage on a failed save, or half 
as much damage on a successful one. 
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DEATH DoG 


Used as guard dogs and bloodhounds, death dogs often 
accompany duergar on their raids to the surface where 
they aid ensnarers in launching nightime ambushes. 


Their speed and ability to inflict debilitating illness upon its 
prey with a single bite have made them favourite pets of 
duergar overseers, and most of these slave drivers will keep 
a pack close at hand to chase down anyone who attempts 
to escape. 


SHACKLED DEATH DoG 


Medium monstrosity, neutral evil 


Armor Class 12 
Hit Points 33 (6d8 + 6) 
Speed 4Oft. 


STR DEX CON INT WIS' CHA 
15 (+2) 14 (42) 12 (+2) 3 (-4) 11 (+0) 6 (-2) 


Skills Perception +5, Stealth +4 

Senses darkvision 120ft., passive Perception 15 
Languages - 

Challenge 1 (200 XP) 


Caged Fury. |f this creature is more than 120 feet 
from the nearest living duergar goad at the start 
of its turn it will spend its turn moving toward the 
closest creature with more than O hit points and 
will attack it seeking to inflict the maximum 
amount of damage possible. If the creature is 
ever within 120 feet of a living duergar goad, this 
effect immediately ends. 


Psionic Shackles. This creature cannot be 
charmed, frightened, or put to sleep so long as it 
is within 120 feet of a conscious duergar goad. 
This creature cannot attack any duergar unless 
commanded to do so by a duergar goad. This 
creature cannot voluntrily move more than 120 
feet away from a duergar goad. 


Two-Headed. The dog has advantage on Wisdom 
(Perception) checks and on saving throws against 
being blinded, charmed, deafened, frightened, 
stunned, or knocked unconscious. 


Actions 
Multiattack. the dog makes two bite attacks. 


Bite. Melee Weapon Attack: +4 to hit, reach 5ft., 
one target. Hit: 5 (1d6 + 2) piercing damage. If 
the target is a creature, it must succeed on aDC 
11 Constitution saving throw against disease or 
become poisoned until the disease is cured. 
Every 24 hours that elapse, the creature must 
repeat the saving throw, reducing its hit point 
maximum by 5 (IdlO) on a failure. This reduction 
lasts until the disease is cured. The creature dies 
if the disease reduces its hit point maximum to O. 


GIANT SCORPION 


These chitinous monsters are an effective weapon of war, 
capable of engaging entire squads of enemies at a time. 
Theya re understandably sought after by aspiring duergar 
warlords, articularly those who lack the resources to 
acquire screamers or other, more advanced war machines. 


As a result of its captivity, a shackled scorpions venom is 
less virulent than its wild relatives as it does not rely on its 
hunting prowess to secure food. Should it succesfully 
poison its prey however, the effect is no less deadly. 


SHACKLED GIANT 
SCORPION 


Large beast, unaligned 


Armor Class 15 (natural armor) 
Hit Points 45 (7d10 + 7) 
Speed 4Oft. 


STR DEX CON INT WIS CHA 
15 (42) 13 1) 12 (41) 1(-5) 7 (-2) 3 (-4) 


Senses blindsight 60ft., passive Perception 8 
Languages - 
Challenge 2 (600 XP) 


Caged Fury. If this creature is more than 120 feet 
from the nearest living duergar goad at the start 
of its turn it will spend its turn moving toward the 
closest creature with more than 0 hit points and 
will attack it seeking to inflict the maximum 
amount of damage possible. If the creature is 
ever within 120 feet of a living duergar goad, this 
effect immediately ends. 


Psionic Shackles. This creature cannot be 
charmed, frightened, or put to sleep so long as it 
is within 120 feet of a conscious duergar goad. 
This creature cannot attack any duergar unless 
commanded to do so by a duergar goad. This 
creature cannot voluntrily move more than 120 
feet away from a duergar goad. 


Actions 


Multiattack. The scorpion makes three attacks: 
two with its claws and one with its sting. 


Claw. Melee Weapon Attack: +4 to hit, reach 5ft., 
one target. Hit: 6 (1d8+2) bludgeoning damage, 
and the target is grappled (escape DC 12). The 
scorpion has two claws each of which can 
grapple only one target. 


Sting. Melee Weapon Attack: +4 to hit, reach 5ft., 
one creature. Hit: 7 (1d10 + 2) piercing damage, 
and the target must make a DC 11 Constituion 
saving throw, taking 22 (4d10) poison damage 
ona failed save, or half as much on a successful 
one. 
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VARIANT: CHAIN ATTACKS. 


Creatures with the physical ability to brandish 
weapons may utilize their chains as a part of their 
arsenal, lashing out with the heavy links attached 
to their manacles. 


Any creature with strength 10 or more, and an 
Intelligence of 5 or higher can be given the Chain 
attack as action. To reflect that larger creatures 
would be bound with heavier chains, the size 
category of a creature will influence the base 
damage dealt by the chain. 


Chain (Medium or smaller creature). Melee 
Weapon Attack: reach 1Oft., one target. Hit: 1d6 
bludgeoning damage. 


Chain (Large or bigger creature). Melee Weapon 


Attack: reach 10ft., one target. Hit: 2d6 
bludgeoning damage. 
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SHACKLED OGRE 


Large giant, chaotic evil 


Armor Class 9 
Hit Points 44 (7d10 + 7) 
Speed 40ft. 


STR DEX CON INT WIS CHA 
19 (+4) 8(-1) 13 (41) 5 (-3) 5 (-3) 7 (-2) 


Senses darkvision 6Oft., passive Perception 7 
Languages Common, Giant 
Challenge 2 (450 XP) 


“Caged Fury. If this creature is more than 120 feet 

_ from the nearest living duergar goad at the start 
of its turn it will spend its turn moving toward the 
closest creature with more than O hit points and 
will attack it seeking to inflict the maximum 
amount of damage possible. If the creature is 
ever within 120 feet of a living duergar goad, this 
effect immediately ends. 


Psionic Shackles. This creature cannot be 
charmed, frightened, or put to sleep so long as it 
is within 120 feet of a conscious duergar goad. 
This creature cannot attack any duergar unless 
commanded to do so by a duergar goad. This 
creature cannot voluntrily move more than 120 
feet away from a duergar goad. 


Actions 


Greatclub. Melee Weapon Attack: +6 to hit, reach 
5ft., one target. Hit: 13 (2d8 + 4) bludgeoning 
damage. 


Chain. Melee Weapon Attack: +6 to hit, reach 
10ft., one target. Hit: 11 (2d6 + 4) bludgeoning 
damage. 
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OGRE 


Many duergar regard an ogre as the ideal creature for a 
new goad to prove themselves with. Its rudimentary 
intelligence allows for a tamer to use techniques borrowed 
from the overseers in addition to the skills involved in 
taming wild animals. Ogres also have a tendency to be 
more receptive to training, since many cannot differentiate 
between the way the goads treat them, and the conditions 
they were subjected to while living among other ogres, 
except that the people bossing them around are now 
smaller. 


Ogres are put to a variety of uses as labourers, bodyguards, 
and brute soldiers. The duergar take full advantage of their 
ability to follow commmands in a way that is beyond the 
capacity of wild beasts, while finding security in the fact 
that most are too dim-witted to attempt rebellion or escape. 
Most kennels will contain at least one ogre, and the 
majority will boast a handful of the creatures, evidence of 
their versatility and the constant demand for them. 


SECTION THREE: TREASURES OF THE DEEP 


ARMS AND ARMOR 


The duergar are slavers, raiders, and a callous people 
overall, but they are still dwarves, and have the same skill 
of craftsmanship as their less cruel kin. The arms, armour, 
and magical items they forge are potent weapons to be 
feared by their enemies. 


This section includes several magic items that are 
specifically themed to the Duergar, both those from this 
compendium and the ones detailed in the Monster Manual 
and Mordenkainen's Tome of Foes. 


PsIONIC ATTUNEMENT 


The duergar are naturally psionic, and create many 
artifacts that make use of this ability. Non-psionic 
individuals can still make use of such equipment, but my 
struggle to forge the mental link required to unlock the full 
potential of these items. 


Magic items that require this particular bond state that they 
require Psionic Attunement which is mechanically 
identical to regular attunement, in that certain features of 
an item will be unusable unless a creature has attuned to 
the item. Attuning to these items will still take up one of a 
player's three attunement slots. The only difference 
between psionic attunement and regular attunement is the 
process of attuning itself. 


DUERGAR MAGIC ITEMS 


Players may spend an hour concentrating on an item to 
psionically attune to it. Every ten minutes, they must make 
an intelligence saving throw, the DC of which is dictated by 
the rarity of the item they are attempting to attune to, as 
indicated in the table below. 


PsIONIC ATTUNEMENT DC 


Item Rarity Save DC 
Common 8 
Uncommon 10 
Rare 2 
Very Rare 14 
Legendary 16 
Artifact 18 


If they manage to accrue three successful saves before they 
fail three saves, they successfully attune to the item. If they 
reach three failed saves first, their attempts to mentally 
connect with the item have failed, and they may not attempt 
to attune to it again until they next take a long rest. 


Psionic attunement should be considered an optional rule 
to add verisimilitude and flavour to these items. It can be 
replaced with regular attunement without requiring any 
balance changes to the items presented. 


Item 
Amplified Psionic Shackles 
Beast Tamer's Scourge 
Champion's Armor 
Cruel War Pick 
Overseer's Lash 
Psychic-Attuned Warhammer 
Pure Psionic Crystal 
Siege Maul 
Soulblade's Cloak 
Tower Shield of Warning 


Type 
Wondrous Item 


Weapon (whip or spear) 


Armor (scale mail, chain mail, or plate) 


Weapon (war pick) 
Weapon (whip) 
Weapon (warhammer) 
Wondrous Item 
Weapon (maul) 
Wondrous item 
Armor (shield) 
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Rarity Attunement 
Legendary Requires Psionic Attunement 
Rare Requires Attunement 

Rare No Attunement 
Rare No Attunement 
Very Rare Requires Psionic Attunement 
Very Rare Requires Psionic Attunement 
Legendary Requires Psionic Attunement 
Rare No Attunement 
Rare Requires Attunement 
Uncommon Requires Attunement 


AMPLIFIED PSIONIC SHACKLES 


Wondrous item (shackles), legendary (requires psionic 
attunement) 


A set of heavy, black iron shackles set with numerous 

purple crystals, these chains hold several enchantments 
that allow them to change size to fit any creature, and to 
amplify the will of whoever holds the accompanying rod. 


The inside of this collar is lined with spikes that dig into 
the hide of whatever creature it is affixed to, to ensure that 
it cannot be easily removed. Such items are the signature 
tools of exceptionally wealthy and skilled goads who use 
them to dominate creatures as large as hydras, purple 
worms, and behirs. 


Implements of Domination: While attuned to this item 
and holding the rod, you may cast Dominate Monster at 9th 
level (DC = 8 + your proficiency bonus + Intelligence 
modifier) without having to expend any components. Once 
you have used this ability, you cannot use it again until you 
complete a short or long rest. Once a creature fails its save 
against you, you cannot use the ability again until 7 days 
have passed 


The shackles may be applied to any creature with the 
Beast, Dragon, Giant, or Monstrosity type. Any creature 
wearing the shackles makes the save to resist Dominate 
Monster at disadvantage. While a creature is wearing the 
shackles, you do not have to maintain concentration on the 
spell to maintain control over it, and the time duration of 
the spell is unlimited. The creature makes a save against 
the spell whenever you complete a long rest, even if it has 
not taken any damage. 


Willbreaker: You have immunity to any effect that would 
cause fear from a Beast, Dragon, Giant, or Monstrosity. 


SCOURGE OF THE BEAST TAMER 


Weapon (whip or spear) rare (requires attunement) 


Crafted from bone, rawhide, and the teeth and claws of 
wild animals, the weapons of a Duergar Goad appear 
primitive, but are imbued with magic that makes them 
especially deadly to the beasts duergar may seek to capture 
and tame. 


Beast Bane: You have a+1 bonus to attack and damage 
rolls made with this weapon. In addition, when you hit a 
creature with Beast type with this weapon, all attacks that 
creature makes that target you have disadvantage until the 
beginning of your next turn. 


CHAMPION'S ARMOUR 


Armor (scale mail chain mail, or plate) rare 


This suit of dwarven armor is reinforced with adamantine, 
one of the hardest substances in existence. The black metal 
has a faint purplewhite sheen to it when viewed under 
magical light and is decorated with dwarvish runes. 


Adamantine Guard: While wearing this armor, any critical 
hit against you is treated as a normal hit instead. 


Challenge: While wearing this armor, you can spend a 
bonus action to cast the spell compelled duel (Save DC 15). 
Once you have used this ability, you cannot use it again 
until completing a long rest. 


EE \ 


VARIANT: MASTER GOAD 
A duergar goad who has these shackles may have 


a single creature of up to CR 15 under their 
control instead of any number of other creatures. 


CRUEL WAR PICK 


Weapon (war pick) rare 


This war pick seems to be stained with blood that refuses 
to wash out, no matter what kind of technique is attempted 
to clean in. 


Wanton Cruelty: When you take the attack action with this 
weapon, you may use your bonus action to make another 
attack, but it must target a creature you have not attacked 
this round. 


OVERSEER'S LASH 


Weapon (whip) very rare (requires psionic attunement) 


This barbed whip is wielded with relish by overeseers who 
primarily use it to instill fear in their captives, although it is 
more than capable of flaying an unfortunate individual 
where they stand. 


Extended Reach: You have a +1 bonus to attack and 
damage rolls made with this weapon and attacks made 
with this weapon can target a creature up to 15 feet away. 


Torment and Terrify: This weapon holds four charges. 
When you hit with an attack using this magic whip you may 
expend a charge to force the target to make a wisdom 
saving throw (DC = 8 + the amount of damage they took 
from the attack) or become frightened of you for 1 minute. 

If the creature ends its turn in a location where it cannot 
see you, or more than 60 ft away from you, it may repeat 
the saving throw, ending the effect on a success. 


PsycHIC-ATTUNED WARHAMMER 


Weapon (warhammer), very rare (requires psionic 
attunement) 


Wielded by duergar warlords and champions, these 
weapons are the product of the gray dwarves’ best smiths. 
Each hammer sports a psionic crystal embedded in its 
head that amplifies it force and enable its wielder to 
unleash psionic assaults to aid their physical efforts. 


Psionic Assault: When you hit with an attack using this 
magic warhammer, the target takes an extra 1d6 psychic 
damage. 


In addition, you may force the target to make an 
Intelligence saving throw (DC = 8 + your proficiency bonus 
+ your Intelligence modifier). On a failed save the target 
takes 3d6 psychic dmage and can only use its action to 
Dash or Disengage on its next turn. On a successful save, 
the target takes half damage and its actions are not 
restricted. 

You can use this ability a number of times equal to your 
Intelligence modifier. You regain all expended uses at 
midnight. 


PURE PSIONIC CRYSTAL 


Wondrous item, legendary (requires psionic attunement) 


A shimmering, multi-faceted crystal that catches and 
refracts light through the full spectrum of light, this crystal 
is actually concentrated psionic energy captured ina 
crystalline matrix. 


While psionic crystals are commonly employed by the 
duergar and other psionic species, pure crystals are 
exceedingly rare and exceptionally powerful, awarding 
many potent abilities to anyone who is able to successfully 
master it and forge a mental connection. 


When you attune to this item, you can choose to gain either 
the Telepathic feature, or the Telekinetic feature for as 
long as you remain attuned to it. 


Telekinetic: 


e You learn the mage hand cantrip. You can cast it without 
verbal or somatic components, and you can make the 
spectral hand invisible. 

e Asa bonus action, you can try to shove one creature you 
can see within 5 feet of the spectral hand created by 
your mage hand spell. When you do so, the target must 
succeed on a Strength saving throw (DC 8 + your 
proficiency bonus + your Intelligence modifier) or be 
pushed 5 feet away from you. 


Telepathic: 


e You gain proficiency in one skill of your choice from the 
following list: Deception, Insight, Intimidation, or 
Persuasion. 

e You can communicate telepathically with any creature 
you can see within 30 feet of you. If it understands at 
least one language, it can respond to you telepathically. 


While attuned to the crystal and within 100 feet of it, your 
intelligence increases by 1 (to a maximum of 20), and you 
have resistance to psychic damage. 


The psionic crystal holds a number of charges equal to 
your intelligence modifier and regains 1d4 + 1 charges 
whenever you complete a long rest. If you are attuned to 
the crystal and have it on your person, you may expend 
charges to use the following abilities. 


Amplify: When you hit an enemy with a weapon attack you 
may expend any up to 5 charges. For each charge you 
spend, the attack deals an additional 2d6 psychic damage. 


Mind Blast (2 charges): Each creature within 10 feet of 
you must succeed on an Intelligence saving throw (DC = 8 
+ your proficiency bonus + your Intelligence modifier) or 
take psychic damage equal to your Intelligence score and 
be stunned until the end of your next turn. A creature that 
succeeds on the saving throw instead takes half damage 
and is not stunned. 


Mental Omission: Pick a creature within 200 feet that you 
can see. That creature must make an Intelligence saving 
throw (DC 8 + your proficiency bonus + your Intelligence 
modifier). On a failure, you mentally shield yourself from 
their perception and are considered to be invisible to them, 
and undetectable through any other senses for one minute. 
If a creature succeeds on their save, they are immune to 
the effects of this ability for the next hour. 


SIEGE MAUL 


Weapon (maul) rare (requires attunement) 


Issued to the strongest of duergar warriors, these mauls 
hae a set of spikes embedded in each face, and are 
designed destroy walls and smash open gates and 
barricades. 


Barricade Breaker: When you hit with an attack using this 
magic maul, the target takes an additional d4 piercing 
damage. If the target is an object, you deal damage as 
though you had rolled the maximum possible number on 
all damage dice for the attack. 


SOULBLADE COWL 


Wondrous item (cloak), rare (requires attunement) 


Soulblades are duergar assassins that use their psionic 
abilites to approach their targets unseen and strike them 
down with knives of pure psionic energy. However, many 
still make use of magical equipment, such as enchanted 
cloaks, to assist them. 


Shrouded Unseen: While wearing this cloak, if you may 
cast invisibility on yourself without requiring any 
components and without requiring concentration. Once 
you use this ability you cannot use it again until you 
complete a long rest. 


"TOWER SHIELD OF WARNING 


Armor (shield) uncommon (requires attunement) 


Duergar arbalists make use of large, rectangular shields to 
proect them while they reload and take aim with their 
heavy crossbows. These shields are too heavy and 
cumbersome to be used in the traditional manner, but are 
instead deployed in a stationary position to take cover 
behind. 


These shields only provide cover from a single approach, 
so being ouflanked or ambushed can be fatal for such 
warriors. It is fairly common for these shields to be 
enchanted to ensure that those who rely on them are never 
taken by surprise. 


Warning Call: This magic shield warns you of danger. 
While the weapon is on your person, you have advantage 
On initiative rolls. In addition, you and any of your 
companions within 30 feet of you can't be surprised, except 
when incapacitated by something other than nonmagical 
sleep 


Portable Wall: As a bonus action you may deploy the 
shield, change the facing it covers, or pick it up. While it is 
deployed the shield provides three quarters cover from all 
attacks in a 45 degree cone in that direction. The shield 
has no effect on your AC when not deployed. 


BIG FOR A DWARF 


These specific tower shields are sized to a 
Duergar. DMs may wish to consider letting larger 
PCs, such as Goliaths and Fir Bolgs use them as 
regular shields instead of using the rules 
presented here. 


